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ARTIFICER: ROAMER 


A Roamer is an artificer specialized on travel and moving 
around the battlefield at great speeds. They spend a lot of 
time on creating and fine-tuning their multi-purpose vehicle, 
drifter. Usually they have two wheels, but models with legs or 
other means of locomotion have been invented too. 


TRAVELER'S TOOLS 


When you adopt this specialization at 3rd level, you gain 
proficiency with land vehicles and smith's tools. If you already 
have either of these proficiencies, you gain proficiency with 
one type of artisan's tools of your choice. 


ROAMER SPELLS 


Starting at 3rd level, you always have certain spells prepared 
after you reach particular levels in this class, as shown in the 
Roamer Spells table. These spells count as artificer spells for 
you, but they don't count against the number of artificer spells 
you prepare. 


ROAMER SPELLS 
Artificer Level Spell 


3rd mage armor, Tenser's floating disk 

Sth earthbind, locate object 

9th phantom steed, sleet storm 

13th death ward, hallucinatory terrain 

17th passwall, Rary's telepathic bond 
DRIFTER 


At 3rd level, your studies have lead you to creating a vehicle 
called drifter. The drifter is a Large object with an AC equal 
to 13 + your proficiency bonus, a number of hit points equal 
to 4 times your level in this class, immunity to all conditions 
except invisible, and enough space to carry up to two Medium 
creatures. You determine the drifter's appearance; your 
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choice has no effect on its game statistics. You can use the 
drifter as a spellcasting focus for your artificer spells. 

You have advantage on saving throws made to avoid falling 
off the drifter, and mounting or dismounting the drifter costs 
a creature 5 feet of movement. While mounted on the drifter, 
you can force an attack targeted at you to target the drifter 
instead. You can use your bonus action while mounted on 
your drifter, or action regardless of whether you're mounted 
on it, to move it up to a number of feet equal to 20 x your 
proficiency bonus. 

If the mending spell is cast on it, it regains 2d6 hit points. 
At the end of a long rest, you can create a new drifter if you 
have your smith's tools with you. If you already have a drifter 
from this feature, the first one immediately vanishes. 


RIDER SAVANT 


At 5th level, whenever you cast a spell using your drifter or 
tinker's tools as the spellcasting focus, you gain a bonus to 
one damage roll of the spell equal to your Intelligence 
modifier (minimum of +1). 


ROADKILL 


When you reach 9th level, you can command your drifter to 
move using your bonus action even when you're not mounted 
on it. Once per turn, when you move your drifter at least 20 
feet straight towards a creature of your choice, you can try to 
hit it with your vehicle. The creature must succeed ona 
Strength saving throw against your spell save DC. Ona 
failure, the creature takes 3d8 bludgeoning damage, and the 
creature is knocked prone. On a success, the creature takes 
half as much damage and isn't knocked prone. 


IMPROVED DRIFTER 


Beginning at 15th level, creatures mounted on the drifter 
have a three quarters cover., Whenever you create a drifter, 
you can choose to make it Huge, letting it carry 4 Medium 
creatures. You can move the drifter in any direction including 
upwards, and it can remain suspended mid-air. 
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